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Fan lef to right: -Greq Tomas, lon Manley, ah'Sehappen, Sct Panersdn 
Fichard Robbins and Mike Poschin 


VISUAL CONCEPTS 

Founded in 1988, Visual Concepts has always soughtto build exceptionally cre® 

ative video games through innovative designs and technical excellencenthe stalf 
ists of fifteen individuals who share a love of great games, Iohn Schappert; 


Who programmed Desert Strike for the Super-NES™\saw the taskabi/recreating 

the excitement and playability of the original version’as,a terrific challeng&, Having ¥ 
completed tlie-time.consuming work, John plans tb take a vacation in Miami and 6 
then focus on baseball. 


MIKE POSEHN 
Desert Strike: Return to the Gulfis Mike Posehn’s first video. game. Béing keenly 
interested in the most advanced military technology, when-Bleetfonie’ Ars asked 
him to build this' product Mike jumped fat}the chancesIn addition to’being tHe con= 
summate coy pes programmes, Mike Poselittis'a Aevoted family man and an 

7 avid fishermt es in Eoagtis GAY Maitl his wife and fa, coah 


Before Paul's tour-bf ditjain Operation | Desert Strike he was seen wiping out in 
Road Rash, slamiring hoojis'ih ‘Lakers vs. Celtics ‘and putting around the'PGA'Tour. 
From desert blasting to sand traps— ldok’tdr him sodn on a Beach near you. 


SOHN MANLEY \ cs \ 

John Manley has béen the Electronic Arts expert on all of Mike Posehn's as 
WorkihgBa.the\desigh for Desert Strike-atfarded John the opportunity ta apply, his 

TaverDAilins to eathy the game's HollyWood-style rescue scenarios. 


CONTROL SUMMARY 


FLYING Control Pad = up 
With Momentum fwd 
From Cockpit fwd’ 


From Above north 


down 
Tev 
Tev 


south 


Tight 
Tight 
right 


east 


Press and hold either finger trigger w/Coitrol Pad left/right/up/down to 
fink. (see p.35) 


FIRING —standard settings. You can modify controls (p.9-11). 


Radar guided missiles 


Hydra missiles'(Hold button ‘for continuous fire.) 


Chain guns (Hold button for continuous fire.) Although the chain 
gun may appear to be hitting an abject;-make sure you look for the 
gray explosion and listen for the loud'impact noise to make certain 
you are on target. Misses appear as yéllow.explosions and make 


only a small “gunfire” noise. 


“This game makes great use of controllers with rapid fire or “turbo* options. 


DESERT.STHIKE: RETURN TO THE GULF. 
WARM UP YOUR CHOPPER: STARTING THE GAME 
QUICKSTART TO DESERT STRIKE 
MAIN MENU. «. 
Chotse.Your Campaign 
Choose-Your Copilat. 
Choose Contro!Gations 
PAUSE/THE-MAP SCRE! 

The Battle Map: 

Mission Data Log 

Campaign Status. 

Critical Informatio: 


Fuel and Ammo Conservat 
Jinking . 
Neutral Targets. 
Pickiny up Passengers... 

/ Dropping Gli. Passengers 


Extra Liv 
Alert rant 


Choosing You 
Fo ih 
Expert Challénges. 
NS 


SMantah 


DESERT STRIKE: 
RETURN. TO THE GULF 


PERCE Chane MReEAeRe Ror" th 


Without. warning a’madman has\emerged in the Middle East and threat: 
ens to start Armageddon.. The international community knows very little 
about this menace, the selfestyled:"General” Mubaba, but we have enough 
evidence of his military ‘capabilities to'take’his threats very seriously. The 
President has chosen you to fly,a séries of dangerous preemptive cam- 
paigns in the desert to vanquish this maniac. 


If you want to begirright away, follow the Simple startup procedures 
listed below and go straight'to p. 6 for Quickstart instructions. If you'd like 
an in-depth walk-through of the first Campaign, go to p. 17. By follawing 
the walk-through. carefully, you'll learn the minimum skills necessary to 
win all the campaigns. After you complete. the.first campaign, pay close 
attention to the briefings and debriefings before and after each successive 
campaign. This manual also provides some usefu) information abou the 
latter campaigns, as well as a chapter on hints and strategy:tips. Good 
luck. War is heck. 


"WARM uP YOUR CHOPPER: 
STARTING THE Lairs'as 


1. Turn OFF the power switch on your Super NES™. 
Never insert\or remave a’Game Pak when the power is ON. 


Tsettthe Game Pak into the slot'an the Super NES™ Press the 
Game Pakdawn firmly to lock it in place. 


ithe CNH powenciittean S11 


‘The cinematic introduction begifis automatically alter the,title | | > 
screen, The intro moves ata sét\rafe, but you can press ¥, B, or A > 
to page through more rapidly. Atthe eid ofthe intra the/Main © © 
‘Menu will appear automatically. % 


. 
You tan press START anytime during the intto to go straight'to the Main’ 


If you want to see’a brief demonstration of the\first campaign, press), 
X. If you don't press any buttons, the demo will begin automatically. 
After the first demo, the intro is replayed ions by aidemejof the 
second campaign, and so’ ons" nt ay 
Press\START/at. tanya the demo toxeturn to the Main 
SUPAN me, ta al 


ahi the aire Pad to wh aiid. the! a to fire. 


Use the Control Pad to locate targets, supplies, and enemy weapons on 
the map. 


Although the chain gun may appear to be hitting an object, make sure 
you look for the gray.explosion and listen for the loud impact noise to 
be certain you are on-targetMisses appear as yellow explosions and 
makejonly a small “gunfire” noise. 


Hover over crates, drums, and people to pick them up. 
Complete the missions in order. 
Dropoff passengers inlanding zones to restore armor. 


Read all the text on the screen, 


, Supplies are sometimes concealed inside targets’ 


st Ce er a eal 


MAIN MENU 


MAIN ENU 
SAMPAIGN #1 
AI SUPERIORS 
J0PILOT 

AVIER ‘THOMAS 

A? OPTIONS 


PRESS START TO BEOIN 


CHOOSE YOUR CAMPAIGN 


If this is your first time playing, or if you don’t have a password, then you 
must start with CAMPAIGN-#1. 


x N 
+x From the Main Meny,|jiteés X if you'd like to See the demo, and ress 
START while in the demo-to gabark to the Main Mem. ‘ 


ePréssSTAHT wheh you‘re)ready ta. begin a campaign. 
RESTORING A PREVIOUS GAME 


PRESS START TO EXIT 


From the Main Menu, press’¥ to ga to 'the\Campaign Meni 
Enter your Password in the following manner. 

> Press-Control Pad up/down to select the cotrect letter. 

4» Press Contra! Pad left/right to move the cursor 

3x Press START to return to the Main Menu. 

See Password on p. 34. 


PRESS START TO EXIT 


Your copilat is responsible for aiming the guns and operating the winch: 
Thewmore capable your copilot, the easier your job as pilot will be and 
the more likely you are tolsave the world. Each copilot has a dossier. 


Press'B to.go,to the COPILOT SELECTION screen. 


‘The Special Forces Gadgé on thé’streen’shows a picture of the copilot, 
his/her’iiame and nickname, and his/her serial number. Below each 
Badge is a brief background and evaluation of the copilot. The evalua- 
tions discuss the copilot’s skillwith'the chaingun and the winch, 


Notice that “Jake” is-listed as MIA, which stands for Missing in Action. 
You can’t Select a pilotywho is listed as MIA. Jake is out there some~ 
where, and if'you find himvand return him safely to the frigate for some. 
mitch needed ‘first aidyou'll be able to fly the subsetuent campaigns 
with ‘the best copilot of the bunch. 


. Press Control-Pad left/right to review ‘copilots. 
When the copilot you want is showing on the screen, 

Press START ito return to:the Main Menu. 
CHOOSE CONTROL OPTIONS 


ONS MENU 
WTrONss 


A 
ouns uvORAS)=-HELLFIRES 


CONTROL 
WITH MOM ‘TUM 


PRESS START TO EXIT 


With the game options screen you can select from various control features. 


‘Press A to go to the Options screen. 


Press-¥ to'select your desired button configuration. 
Press B to select your desired control option... 


Beginning players might wish to controlthe Apache From the Cockpit, or p 

From Above as there's less:room for error. But these settings are not as 

fealistic as With Momentum. When you've mastered one or both ofthe 

other control options, move on to bah Re ei: for a fuller experience. 

Your Apache flies Tow, at a fixed altitude to Peduce the aestogd of detection. 
With, Morenhaar= >This is the, Standard setting, vik meats that 
the computer automatically selects it whemyyou turn on your: aug . 
NES™. 


Aoval \ ‘ ; 
The Apache carries momentum, ‘and.you neha to oa for. if 
while flying. . 


> 
ePress Control Pad up to fly forward)) > 
Press ControlyPad down to fly in anaes 
Press Control Pad left to turn left. 

Press Control Pad right ‘o turn ath 


From Cockpit — The controls pperate, heat asldbseribed ics 
except you don't! havelti MD year 


tas With Mom hn Sad ‘Erp Abgve! 


ABS oS zi 
‘The Control crag compass points om ** pid 
° \ 


< 
Press Control Pad up tofly north | 


+ Press Control Pad down to fly south. 
3x Press Control Pad right to fly east. 
38 Press Contral Pad lefttto fly west. 


x When you're satistied with your chaice of options, press START to 
return to'the Main Menu. 

> Press START again to begin the game. 

Note: Once you change either the button configuration.or the. cantral, 


option, the settings remain changed, until you change them baek or turn 
off your Super NES™ Resetting the game does not effect Control Options. 


ce rics 
PAUSE/THE MAP SCREEN 


You will need to'feferto the battle fap continually throughoit-each cam- 
paign to locate, yourself in relation to your targets and objectives. The 
action pauses when you call up the map screen. From the Map. 
Screen you can access military data specific to your current campaign, 
and call up a record bf'your status for that carnpaign. 


THE BATTLE MAP 


“Teunss aac! TH¥DRAS! > 
@ _THEECRIRESS) 


adar 6ilas 


fhigate 


Besides your weapons, the battle map is your most important tool 
a5\a pilot. 


REE ; 
Press START:when flying. to pause the game/and reveal the, mapy 
Screen. ~ 533 

Your Apache is depicted with a white, twirling X. Select objects-from the) | 

display below the batile’ map. The abject’selected blinks on. the battle 

map, 


THE SELECTION DISPLAY 
‘Press Control Pad \left/right to select mission targets and other objects 
oh the battle map. ~ 4 


~Jn the firs(three campaigns, your misstans ere numbered in the selection 
display beneath the,batle map. The missions should be completed in 
orden, thouglthere:ishothing to stap yous from attempting {o go out of 
order. 


you complete the first mission, the second is revealed, and! soon, 


Other important objects cn the terrain ate listed Aftehthe missions. 


Press B for a description of each object. re 


Note: In theJatter three campaigns fuel and ammo, and afew 
other special items, are concealed in buildings, dunes, racks, etc, 
but do not appear onthe map until you destray the structures sur- 
rounding them. 


Yothcan obtain detailed information about the targets and 
objectives of a campaign from the Mission Uata\ag. 


% Press B from the Map Screen of Gampaign Status to call tip. the 
Mission Data Log, 


a Press Control Pad left/right to toggle through’the items. 


Notice that every iterm\on,the map has’a corresponding file in the data 
Jog. There you will find picture of the item, its name, and pertinent 
information. 


‘ARMOR POINTS 
Armor points are listed for some of the targets. The number represents 
the amount of damage thattarget tan\take before it is destroyed. 


POWER POINTS. 

Power points’aré listed for the enemy's weapons. If you get hit by a 
Rapier SAM, which packs a 100 point wallop, yourmarmor willose 100 
points. 


3) 
Es) rapar sites 


= J AIR FIELDS seta 
‘ status 


_—_ 


3 Press'A from your Map:Screen of yout’ Mission Data Lag'to call. up 


your Campaign Status, iS 


The status readout gives you antup-to-the~ Smnpuent teport' ‘on your 
progress in the campaign. Each mission'is listed\in order. 

whose statuses are displayed in green letters are campletes 
whose statuses are displayed in red are not completed, 


CRITICAL INFORMATION 


You are allotted three lives per campaign. If you lose your'third life 
before you accomplish:the final mission of a\campaign, you ‘ust return 
to the beginning of that campaign and complete it bela youigan, maye 
on to the next campaign. A }e beset ey 


Although the fe guh,may, vegpear to behiting-an abject, make sure 
4 youlook for the he gray explasipn abdlisten for the lotta agise to he 
Grcertain you are pi i farget-Misses, appear as yellow explosions and t make 
only a small coe roel ysye | & 


At times iia a eampaigh. Sou" vall ine of incoming 


intelligence reports. If yau wait more than 10 Seconds" access the 


report, it will not'be available. 


Each'time you drop off a passenger at a landing site your mechanics 
haveltime to work on your armor. In Campaign #1, each passenger is 
worth,150-armar paints, Ih-all subsequent campaigns, each is worth 100 
points. 


When your fuel level reaches-14 units a warnini’message appears on 
the screen. Each time yai’burn fwo more units, the message appears 
‘again. When your Armor is reduced to 125 points, you receive a similar 
warning message: 


Note: Warnifigs do ot appear when you are flying over, water: 


If yot)crash from lack of fuel, your armor is automatically restored to a 
full. 600 points. 


Ifyou blow up from lass of armor, your fuel supply remains the same as 
it Was before you crdshéd, unless you had fewer than 25 units of ftel, in 
which:case your fuel tank is restored to 25 units. 


Ifyou bump into an objett (except for the frigate) your armor loses:ten 
damage points and you lose control of the Apache momentarily. Also, 
you cause ten damage points to,the objett you bumped into. 


‘When you crash and are restored, your “load of passengers, and your 
supply of ammunition’remain the same. 


The following critical information appears on the map screen. 
Lives—Number of lives remaining 


Load-Number of passengers aboard’ (6 max.) 


\ 
yes aye, remaining in the cHain gun (1178 max.) 


Hydtras- Hydras remaining (38 max.) 
Missiles Missiles fermaining (8 max.) 


t Scare The higher. yur‘store, the! moryou've accomplished. Bonus 
pointsare sometinies available if you complete all tasks on a'given mnis- 
- sion: For example tfyow-need only rescue; {4 of 16 MIAsito complete a 
mission, bonus points are awarded for-reécuing| the other two.’ 
™ S 


You can lose points for destroying civilian:or friendly-tardets. 3 
‘ 


SNAFUS - 


‘SNAFU’ is an American military acronym which stands forSituation.., 
Normal—All Fouled Up’: The incompetence which once characterized the 
American armed for¢es apparently became sb widespread,atione point 

that military ae had no other ae but to mhaketun ohthemselves. . 


A SNAFU in ‘hart Sthkeisn0 Jantar ‘When @ SNAFU (Return 
~ta the Frigate’ | message abpeats an! the screen, it meafifthat yeu have») 
“Gione something fonake winning the culreni campaighmpossible, So you 
must return tothe frigate andibegin thetscampaign again. At end of each. 
Sunn youll; list of therelevant)snafus._ 
\x ‘ 


The follawing campaign descriptions divulge certain facts about 
the game and serve to make it easier to play. In no way are they 
necessary for your successful completion of the game. For the 
maximum challenge; refrain from reading on. 


‘This campaign takes place in the morning. Once you begin a campaign 
you cannot land on'tielfrigate until you complete all phases of the cam- 
Paign or'cause a snafu. Furthermore, the frigate will disappear from the 
map until you are allowed to land on it, unless you fly lose enough to 
have your ‘weapons disarmed. 


The first order ofbusiness in any modern military conflict is to-establish 
air superiority, Accordingly, in your first mission you must demolish the 
enemy's airfields, But before you can do that safely, you need to take out 
his radar and power stations: 


‘After the airfields come\the command-centers, where the enemy com- 

tmanders cower. To accomplish thefinal'mnission of the first campaign, 
you have to blow up the command centers and abduct’an enemy com- 
tander, for.anly then will youlearn where the allied spy is being-held 
captive. The spy holds the madiman’s secret nuclear’ plans. 


A WALK-THROUGH (Tactics) 


For the purposes’of this walk-through, the top.of the screen is north. 
A Press anywhere on the Control Pad to lift off the frigate» 


N As soon as you lift off, press START to check out the map. "As you-see, 
land lies to the east and the enemy's radar-sites are:blinking. To’ 
destroy both radar sites is your first objective. It will help to know how. 
well defended the radar sites are. 


A Press Control: Pad: left/right to see What vind * weapons fe en 
has deployed near the radar sites} When you come to AAA. (Anti- » \ 
Aircraft Artillery) you see,that each radar site is defended d closely hy. \3 
two AAA batteries.” \ 


/\ Press'B for more information abdut AAAs. You see that the enemy's 
AAAs are not heavily armored and pack only a 20 point wallop. Their 
accuracy is;ponr, but they fire rapidly.\They rotate at medium speed 
@nd\do not benefit from radar. In all, AAAs do not appear to be.very/ * 
forme defenses. You should = to handle them easily. 


- Press START tof ewurn a the campaign” 
shah 
A Fly to the southernmost Tae site, Yail imistt have to call, % the.map 


again to get your bearings. ih \he 


A On your way there you will They nurvatrbss Soldiers skinihish if on 
the ground, or be fired upon by a loné enemy. Soldiers dressed in‘ 
khaki are MIAs in need of rescue. Hestuinig MIAs is past of your “¥ = 
aiit.also can be a great benefit to you. You may not land/aba lending. 
site if you_do not have a least one passenyyer, passenger you 
drop off restores 150 points to your armor, to a maximum of 
600 points. . 


Ait you like, destroy the enemy aggresson and hovel hes M 
is probably flailing his arms. The rope ladder will Tee te 
approach the MIA.,When you are correctly positiched over the MIA, 
he will grab the fnddets Your copilot will pull his aboard, 
ree) ed 


PAthetsaining apm etre the giestis MIA Astime 


advances; the. MIAS g a are. Suinted down and terminated:*That'n”* 
mind, you nie it 
troops you came across. Apart from adding to your, paint total, you will 


| ; loi 
© When you reaclt the radar’site you fiftd one AAA inside the fence and 
one'just outside. The AAAs begin to shoot'al you as soon as: you are 
in‘range: Attetapt to destray the AAAs with either’your chain gun [¥) 
oma couple of hydras (B). 


J@You might find itpossible to. dodge the AAAs and destroy the\radar 
sites without having ta expend any heavy ammunition. See if you can 
find a position wherelyour chain guns reach the radar dish but-where 
you dre.out of reach ofibath.AAAs. Consetving’ammunition is not/so 
important in Campaign’#1, where ammo jis not scarce; but in later 
Campaigns you will want to. be conscious. of the different ways to’con- 
serve ammunition} 


16 As soon as you're,safe from AAA fire, attack the radar dish, Since the 
radar dish cannot-fire back)there is no/need to Se. your heavier fire= 
power to destroy it. Blastawaywwith your chain gun (Y) as fast as ‘you 
can. Your fuel is always diminishing, 


if After youdesitoy the radar‘dish, press START to’check the map. When 
you left this screen last you were looking at the mission"data log on 
AAAs, so press (¥) to call up the map screen. 


i¢ Notice that the radar site you just destroyed no longer appears)on the 
map. Before you move to the next radar site, you might want to see 
what objects lie between-itand\ your present position. 


Press Contio) Pattie ight to tog through map characters, Yoh 
See that there aré,two AAAs protetting the site, two MIAs nearby, 
»an.ammo crate, inthe vicinity. This one: Tooks like a cake walk. 


i Fly north toward the radar site)Take out enemy targéts along the “oN 
as yotrsee fit, REMEMBER: Virtually everything on the screen \~ 

is destructible, but you are required to destroy only the seven 
targets on the map. 


Destroy the radar site as before. 

Avihis point’ yoursiill should have more'than half a tank of fuel. This 
Should be enough lo complete thé sbdorid inission. NOTE: It is , 
unwise to attempt to complete thé objectives out of order, For 
example, ifiyou try to complete mission. 2'without first,destraying ithe) § ¥ 
radar sites, the enemy's defense willbe better, prepared) and you will 
waste ammo and/or lose lives unnecessarily. 


Check the map for the next cbjective: the Power Substougl 
throiigh, the enemy weapons listed in the selection display toMfi 
safest rotte-and the best probable direction of approach. Notice thats!‘ 
AAAs are placed strategically, and that Rapier SAMs guard allithe 
Temaining targets.» 

¥ Liavecp 
Try flying north and east, avoiding. thesheavily dslended turfield, When 
you came’acrass a guard post or a.group oftents you may or may not 
want to attack. Enemy dildings: ei thiol eae contain 
‘useful-syraliss. ‘ 


Sat: ’ ‘ 
Notice how thetworld is thiee Hime! Youtcan fly behind buildings 


and rocks, and-burap to, riage Wan When up into. something, your. 
Apache becomds disabled! tor a:moment, lea¥ing you vulnerable. Also, 
bumping into sal vething apats you a few armor points and inflicts’a little 
damage. “ts 


SAMS 


t 5 
ME a _ 

Take outthe Rapienjand the AAAs quarding the power plant. 

If yowstillhave plenty of fuel, you might take the time to, destroy the 

power plant with your chain gun and save your Hydras,and missiles 


for more urgent situations. This isa good policy generally, 


Notice the’toalboxiin the crater where the power plant was; (Go to the 
map and check Your armor points. If you have fewer than, Say, "300 
armor points\left, then you might want to.pick up the toolbox’ The 


toolhox restores your armor to full strength. Pick up the toolbox 
in the same way thatyou picked ‘up, the MIA \Hover over it and your, 
copilot will lower a hook and pull the toolbox up with the winch. 


At this point, you could probably use some fuel and’some ammo: 
There is a crate if one of(the barracks to the south and some fuel 
drums nearby, unless one op both'were accidentally destroyed in the 
battle. Also, there are two MIAs‘in the area. 


Find the hiel’barrels|and ammo rate if necessary, and hover over 
themrto pick them up. 


Now fly to the nearest airfield. The airfield is heavily_defended, and. 
you could bite the dust easily. Try to sneak up on the AAAS,and 
Rapiers and destroy them before they can turn.around’an fire. 


Never hesitate ta veal Kyou tale Seen. and find your 
dangerously low, retreat to the ‘nearest landing site and drop off you: 
~MIAsThis action restores your-armor) and you can return to-your pre- ) 
sent objective with @ new lease on iife. You might want to check the \ 
tap for MIAs and pick up the nbarest one. If possible, always 

» have an MIA on board. 


Finish destroying the airfield. You have to elifdinate all thapaettond 
all tie buildings before the airfield is considered destrayed. Whadlin.» 
doubt, check the map: [f the airfield icon still appears on the map, then 
at least one object critical to the airfield remains intact. 


Destroy the other Birfteld. YS She ing 


Num Cas 


Before movingvon to the caning 4 cere make sure youre’ Well* 
fueled, atmed, andlacmorad, It's 3 ferible feeling (0 Tose your third life 
> atthe-end ofa. saps ‘bacause ert ee It'spostibla..) 
that there, ard fo | W hewn " bevexthaycau- 
firepower against targets 
that fire Batk>™ : \ j ha 


When you degtroy a :Eoiinand center, the ehemy commander will 

attempt to escape. Chase the fommander and lake kim prisoner. ‘Only 
>), then. will yolJeamn where the allied spy js being held captive, 

> i 


% You need only desttéy off command center and capture one com- 
manger to.get the location of the spy, but you receive bonus points for 
deStructiye‘actians abpve and beyond the call of duty. Make sure you 
‘aréwell fusled, armed and arméfed, especially if you're downto your 
lastilife: 


>» At the’sife where the spy is located you'will find three buildings. One: 
of the buildings conceals afi underground trap door. Pick a building 
and destroy it, If the underground door does not appear, destroy 
‘another building. 


3« When you‘find the trap door, fly above ifand the Apache will automat- 
ically:Jand.-Your capilctwill run in to rescue'the:spy. 


«Inthe "meantime, a few, VDA guns,will appear onjthéscene. You may 
need {o fly around the area to locate all the VDA's: Destroy all the 
guns and, youFcopilot and the spyiwill emerge from the trap door. 
Pick up the\spy ahd your copilot and return to the frigate. 


After you land)'you'and your copilot célebrate on the deck of the 
frigate and your cbrimander gives you alsummary of your score. 


COMMAND CENTERS DESTROYED 
2eece 


3 Read your debriefing and get your assignment for Campaign##2. If 
you want to stop now and return to the game later, write down the 
password. Note: you must complete a campaign to obtain a 


tniddle of a campaign. 


SNAFUS : ¥ s 

1. Destroying, landing 2 zones (for ‘all haa i 
2. Destroying, theenemy commanders. 

3: Destroying the secret agent. 


__CAMPAIGN #2: SCUD BUSTER | \¥ 
N\A al 7 ee 


‘This campaign lakes place-at high terete 


Now that you've established air Bune i in Campaign #Titstimeto . ifs} 
take out the madman’s Scud launchers, AS in’ Campaign ¥1, fitst you will. ay 
want to take out the enemy's radar sites."Then there are a 


prisoners to think about. Complete'the following six objectives hrden.» : 


te th 


\,__DESTROY RADAR SITES u AEN 
You alfeady know how to deal with radar siles) Serer now thete an ane 
three to take-outpand two are well defended. 


2. ORCHESTRATE AVAIL BREAK 


These three jail bigaks are tougi, Make sure you clear‘the area before 
ou bese chole iphthe jail so'the flesmg aes won't be destroyed 
them ‘up. ‘ 


This target is well guarded, but you should be’able to dernolish it without 
taking much damaye if you. know how to dodge the elemy’s weapons. 


DESTHOY THE CHEMICAL WEAPONS COMPLEX 


5... TARE DUT TRE'SCUD LAUNCHERS. } ; 

After you destroy the chemical weapons complex, the Scud! commariders 
start getting nervous and decide to imakéva rufMor it rather than risk fac 

ing the ignominy of being caught like rals'in their ewa bles. Now isiyours \ 
chance to capture them and find’ out spate the be eH ANG: 


First you will need to check the map to find out where allt the St 
mand headquarters are located. You alreat “might have oticed ‘ 
buildings marked by a red and white flag. Thesé»are the command/head‘ “\i 
quarters, Proceed trom:headquarters to he: s, blasting each ori!" 
to kingdom come and capturing the ae Scud moma who, by « 
now is crazed with fear. 

Lea cay 


As you capture each Scud commiander) a nd jedbiohes site B appears ‘on 
the map as a redbiot. Fly to the aad launchers and see if youl can‘destray 
them before they canllapihchytheir missil jes. There are six,launchers in all, 

ie Saou! destroy atleast‘fiye o! ofthe to aoe meso ABA 


‘This mifsion'is what the Second campaign ts all about) 

With engugh ammunition and fuel, and the savvy it takes.to stay alive, 
you'll.be,able to complete this rescue and return safely-to the frigate for 
neworders. 


There are 16 POWs in all, and you need only rescue 14 of them. Don't 
letmore than'two aijen be destroyed, or all your work up until now, will 
‘have been in vain. 


‘Take a safe route’backito the frigate. 


SNAFUS: 

1. Destroying more than one, Scud Commander. 

2, Allowing more than S political. prisoners to be destroyed. 
3. Allowing more than’2 POWs to be destroyed. 


CAMPAIGN #3: EMBASSY CITY) | 
\ 


‘ 


This*campaign takes place in the early evening. 
1: RESCUE UN. INSPECTORS 


aminacel 


| : Yan \ 
‘The-United Nations inspectors are Under‘attack in’a parking.lat neanthe, 
hotel. Flyin and eliminate the enemy tank and @reund troops. Make'sure’ “MB 
not to hit the'inspectors-or you'll have to start over, seams 


2, DESTROY BIOLOGICAL WEAPONS COMPLEX ‘ 


qhemiet 
bstahing 


. 


ther similar Inoking fatilities. Destroy the buildings to tind and capture 
the, chemists, When you find the right one he'll give you the locations of 
the tinderground missile silos. 


3... DESTROY-UNDERGROUND MISSILE SILOS: 


In this mission’ you Have to hunt forthe’underground silos, which,are 
Covered by’sand dunes, Use your chain gun to locate the silo's:armored 


covering, (youl hear the sound of impact when you hit the correct sand 
dune) then see if you can blaw up the silo before the missile inside is 
launched. 


Sometimes the explosion\from the silo will detonateja‘fuel drum, ammo 
crate, or other cbject'in thé area, so you might want'to ‘pick up needed 
supplies before you destroy,the silo. 


—— te 
This mission is fairly easy”Destroy the enemy) speedboats without hatm- 
ing the defenseless pilots and then pick tip the pilots. a of the mae fe 
a valuable piece of information, » 


5. DESTROY THE POWER. STATION ; \ 
ANS 


You learn from one of the rescued pilots'that the power statior 
an alert zone around the madman’s yacht You'llshave to des troy the, 
powerstation before attempting the dificult hescue at the yacht 


6. RESCUE"PRISONERS ON MADMAN'S YACHT 


ad 
After you eliminate the infhal opposition, blow hole in the yacht, The 
prisoners will leap into the Water one by one. The prisoners are weak 

“fegmm-captiyity and ‘cannot stay afloablor, long, so you'd.better have a 


bump into the yacht, as the time it takes to recover might cost.a prisoner 
his life: If yowJet more than four prisoners drown, you'll have to start over: 


7. \CAPTURE THE ENEMY AMBASSADOR 


ip 


Here’you will face the heaviest fire power you have encountered thus far: 
Make sure you have'a full load of ammo and know where you,can get 
more. One trate’probably won't be’endugh. But all the ammo-in the 
world won't help you if you don’t first take out the radar station providing 
an.alert zone around the area. You could lose three lives here in a few 
seconds if you're fiot careful’and skillful, 


8, — EMBASSY RESCUE: 


net Your last mission in this campaign is toyrescue the 12 embassy officials 
held captive in the embassy building. Your copilot jumps out to drive the 
bus, so you'll have to work the/guns yourself from here on in. In order to 


we 
TAL Haye 


drop off your copilat) 5yau ‘must first 2 Biss they enemy helicopters. Back 
the helicopters are destroyed, a landing zone will appear.,Land on the “X" 

Bh 2nd the rescue sequence will‘ensue. After you destroy all the enemy's. ; 
defenses, blast open the gate infront of the bus. Your copilot’knows 
where the Navy Seals Camp is logated and will take the’bus there. The 
bus'is very vulnerable and cannot take much of a beating. Yourjob is to ‘ 
escort the bus and see that no harm comes to the dignified officials. If the 
bus is destroyed, you'll have to start this campaign over, and your copilot 
will be listed as MIA. * 


SNAFUS, 
>, Allowing more, than 2UN. Habecton yo be destroyed. 
. Destroying.the lead biochemist. 
Allowing more thamone stranded pilotite ibe destroyed: 
|. Allowing more than four prisoners\{0drown-. 
. Destroying the enemy Ambassador? 
. Allowing the bus to be destroyed: 
. Destroying the C-130 transport plane:, 


CAMPAIGN #4: NUCLEAR STORM 
é 1 5 p= < a 


‘This Campaign takes place at night. 
1, PROTECT THE OIsFIELDS 


tanks around the ail fields. If you allow the enemy to destroy too many ail 
Containers you will be called back to the frigate and have to begin again. 


It's. impoftant to pick up all the commandos at once. Their landing\site is 
‘available for only one unloading, so if you don’t drop off enough com- 
mandos on yourfirstlanding,yowwon't-be able to complete this first 
mission: 


2. STOP THE GIL SPILLS 


A good gunner comes in, Handy here. Before you attempt to close off a 
pipe, you'll want to take\out the enemy forces stationed near the oil dock. 
Once you're safe, go‘ahead and firejat the en of thelpipe. You haveito 
hit just the right spot in order, to stop the’spill; that’s where an accurate 
gunner is called for. 


Now you're on your own»Make'sure you read all the information pre- 
sented to you on the screens. Completing the game is hard, but far from 
impossible. 

SNAFUS 

‘There are a number of snafus in this, the last CampaignBy now you 


should have a sense of what kinds of things you cannotdo if’order to’com- 
plete a campaign. But if you foul up, the program surely will, let you know: 


PASSWORD 


At the end ofeach successful campaign! ‘you receive a seven character 

q password ‘and your current score. Make sure to write it down if you wish > 
to\return to the game.at the beginning of-the next campaign with your. 
score intact,/rounded down to the nearest \hdusand points. 


. The password does not save your copilat selection on any non‘standard: 
control Settings yon mayshave chosen. ; 


You have about five? Tinutes to write down'the raion before it disap- 
pears. = SStG i 


See p. 8 for instructions on restoring. a. | breviots. game, 
. Wt. 


‘ 


HINTS AND TIPS... 


serve to make it easier to play. In no way are they necessary for. 
successful completion of the game. LN ty rege 


KEEP MOVING ; . 
You can't win the game tt a dont learn how to Digest the 
enemys Sit a Picked you to head-up this ‘mission 
because t S titres a5 a pilat, pos would be mmighty'd 
appointed ithe saww!you <4 ihevtotine ris ‘a SAM launcher in 
government-pwhed athe, ihe y Fou ee dadge and firé:"> 


FUEL AND Mo CONSERVATION 
3, and 4 there are more fuel’ drums and ammunition —.. 
than are indicated on the map. The'map shows only, 
sed above ground ‘Nufverous fuel and ammo dumps 


are hidden in buildings, under sand dunes, etc. The only way to find 
these hidden supplies is to blow up the structures that conceal them. 


You might find it’ useful strategy. (especially in the latter, more diffi- 
cult campaigns) to explore the field fot hidden supplies, taking note of 
where they are,-before attempting to‘win a campaign. 


Whenever possible, use your chain gun to destroy non-hostile targets, 
such as bunkers, sand.dunes,and small buildings. You'll find in the 
latter, campaigns that your Missiles and Hydrajare ‘precious tommodi- 
ties not to be squandered. So when. you clear an area of enemy 
weapons, use’yaur chain gunito destroy the targets if you have 
enoligh fuel, fiting rapidly with the (¥) butten to conserve fuel. 


Don’t waste fuel and ammo by picking them up when you're already 
full’or nearly full. It's;best to let them sit where|they are and return 
when you need. them, 


You will notice that your Apache does not consume fuel when you're 
flying’over Water! Accordingly, fly over water whenever possible to 
conserve fuel. 


JINKING 
Certain targets are difficult t8 hit, even.with Jake as:your copilot; The. 
Oil Spill and BombrShelter missions are two examples of difficult tar- 
gets, where you have to strike a small spot on a large object in. order 
to do damage. Jinking (see\Control Summary. off p..3 for instructions) 
will help you increase your precision by allowing your Apache to 
move left, right, forward or backward without rotating. 


NEUTRAL TARGETS 
Some targets, such as buildings and dunesy~are, neutral, which means 
that your gunner will not fire on them automatically. If you wanit'torhit 
a neutral target, you must point the Apache directly at itand fire. 
Jinking often comes in handy here. 


PICKING UP.PASSENGERS . 
When there is a crowd of waiting passengers, your cdpilot ‘will pick Gut 
the closest one and drop the ladder for him. You must Bick up that pas) 
senger or back away from him before the ladder will drop’ for another \ 
passenger. Also, the ladder (andthe winch) will appear, even when it's ™ 
béhind’a building or other object as ta better help you guide it! 


You can capture unarmed enemy foot'soldiers, but if you leave the 
afea‘aftér'spatting them, they may not be there when you return, 


DROPPING OFF.PASSENGERS 
When you lanthat a landing zone, all passengers (except commandos, 
seep, 33; andrEANN:crew members, seep. 38}) will disembark, Try 
to drop off your passengersyat appropriate t times so as not to,waste'the 
armor value they bring. You need nat'pick Upyall available\passengers 
to win a campaign, but you/should remember the\locations of the peo- 
ple you did not pick up so that you can use themn'for ‘armonpoints aoe 


‘The commandos and the EANN crew must be dropped off at 


appropriate landing zones, or else" they, will take up vallfable payload, 
space'for the rest of the campaign. } _ NY, 


ARMOR CRATES @ / 
There are armor toalboxes hidden in all four campaigns. Ricking ® an 
armor crate restores your armor to a full 600 Balas: 


QUICK LADDER -% fe 
All four gampaigns}qfier SIRES haveto 
find it. THe quick ladder. aba IS ASs tO pick up objéeis prac tically on 


the runahi wo tye a Wholé'lot easier The quit latder 
lasts foi hire bAmpaign, ever ifyygu crash, but it does not Gary 
over into siepatcanengae 4 


Sls ‘ys ‘ 
EXTRA LIVES@ | \ ‘ 
The box with the red ash on it contains: bos life. There.are,a few 
hidden throughput the campaigns, and you will almost certainly need ~ 
eth heinjto\Win the game. Extraylives do not carry aver into sub- 


ALERT ZONES 
Gertain targets are protected by alert zones, which dramatically increase 
the power of the major Weapons (every thing but the ground troops’ 
and held weapons) and the armor protecting the weapon, In other 
words, the weapons\hit mich harder and are much harder to destroy: 


Some alert zones are controlled by radar.stations and some are con= 
trolled by power’stations. Pay attention during your briefings and to all 
information you receive’during’a campaign to find out,which stations 
contro] which-alert zones. 


Radar stations put autja range alert, which gives the enemy 
weapons an intréased range: Power stations supplyyan aim alert, 
whichiallows the enemy to'Move their turrets electronically, instead of 
manually. Weapons on aim alert cannot be out-maneuvered. It's best 
just to-stay away-until you destroy the power'statim'supplying them. 


CHOOSING YOUR WEAPONS 
‘As you gainvexperience you will discover how much firepower ittakes 
toltake out certain enefiy targets. It's important (especially in the latter 
campaigns whemammunition is at-a premium) to. remember how, 
much firepower you reed to-destroy a’given target. 


For example, altet completing Campaign #2 you should know that if 
takes one missile and two\hydras to destroy a’ZSU tank. Accordingly, 
you should develop the habit of pressing (A) once. then (B) twice when 
you need to destray a-ZSU in short order. Of course, in an alert zone 
you'll need a lot more firepower), but you shouldn't stray into alert 


zones. 


FOOLS RUSH IN 
You'can save yourself a lot of heartache by checking the map for the 
positions of the enemy's defenses before traveling. The'map shows 
only the ground weapons newly introduced in each campaign, so in 
the latter campaigns you must be ready to face the unknown. 


The Weapons Appendixis a reference to the enemys major weapon- 
ry. The more information you have, the fewer surprises youl 


towardly tyrant. 


ahi EXPERT CHALLENGES. . \\ s 


If you finish the game and want a further challenge, try Playing all 
foircampaigns with Mr. D. as your'copilot. 


\ encounter, andthe hette® your charites of saving the world:fro: 
t 
i 


Or try to accomplish all possible objectives in all four campaigns, such’ 
as rescuing all 15\MIAs in Campaign #1 or rescuing the EANN TV 
news crew and flying them to the landing zone at the TV) stationin 
Campaign #3. They will disembarkognly, at the TV station. 


WEAPONS eg Sah Wis 


In Alert Zones, tin atuos ef eens hl GS 
increased. 

CHAIN GUN: inflicts 3 points of damage 

HYDRA? inflicts 25 points of damage 

MISSILE: inflicls 100 points o{ damage 


MK _ carries 6190 points of armor 


ARMOR » | POWER), RATEOF 
(DAMAGE) \ — FIRE rt 
5 points |. 0.5 Sec..~ 


3.0) 
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